This article aims to explain the revision and validation of instructional media designed in order to generate an interactive multimedia-based Indonesian language learning media that contain character education for grade V elementary school students in order to implementation of Curriculum 2013. This research is a development research with a 4-D model consisting of four steps that is define, design, development, and dissemination. This article is written based on the development stage. The data collection is done by recording the process and the result of the revision and the validation questionnaire. For process data and revision result used content analysis technique while for expert validation used simple statistic. Based on the research found the following things. First, the product is revised based on respondents' input on the validity, practicality, and effectiveness tests and analysis of the Curriculum 2013. Improvements are made to the theme so that it complies with the Curriculum 2013 revised 2017. In addition, the media display is also improved so it is simpler but functional. Secondly, based on the validation of the revision product, it is known that this interactive multimedia-based learning media are validly seen from two aspects, namely the language aspect and the display aspect. On the aspect of the display obtained a score of 4.50 while the language aspect obtained a score of 4.33, so the average of both aspects is 4.42 (categorized valid). From both of these considerations, it was concluded that well designed mediums were used in learning activities that they were feasible to be tested on a large scale.
feelings or information to others, both orally and in writing (Iskandarwassid and Dadang, 2008: 226).
Mastery of language skills can be done through language learning, in addition through language acquisition. In the practice of language learning, teachers often encounter various obstacles, including students are not eager or not interested in following the lesson. Among the factors causing this unfavorable condition are (1) the learning activity of the language still tends to be done classically and learning is more emphasized on reading and listening activities, (2) the teacher still often focuses on the use of textbooks, (3) teachers tend to use less media, if using media it was first generation media such as drawings and reading materials, and (4) teachers less accentuate the benefits of language skills for their students, whether for learning activities or for their daily lives, now and in the future (Fikri & Madona, 2017 ).
Seeing such conditions, it is necessary to provide alternative learning oriented on how students learn to find by himself the information presented as best as possible so that learners can understand all the study materials contained in learning Indonesian language easy and enjoyable. This has become a demand in process standards of Curriculum 2013. Improvements are made to all learning components such as learning objectives, lesson materials, instructional media, learning strategies, and learning evaluations (Rusman, Kurniawan, & Riyana, 2012) .
One alternative is the use of interactive multimedia learning media. This media combines the use of images, sound, animation, and video simultaneously, in accordance with the needs in learning Indonesian. In addition, students get immediate feedback because at the end of language learning, questions are provided relating to the text they have learned. The truths of answers and grades that students get on objective questions will appear automatically after they enter the answers and ask to be assessed.
Thus, students immediately know the number of correct and wrong answers from the learning that he has done. Into the media is also inserted with the character value, which is adapted to the text used. This character value will be asked for students to answer it after reads a single text. In addition, the media used by teachers in the classroom can also be used again by students at home, either using a computer (PC), laptop or android device (Fikri & Madona, 2017 ).This paper is prepared based on the implementation of the research conducted in 2017, namely the revision phase of the product based on a small-scale test. This article aims to describe the revision and validation of instructional media designed in order to produce an interactive multimedia-based Indonesian language learning media that is character education for Grade V students in order to implementation of Curriculum 2013. 
Literature Review
The use of interactive multimedia is very potential to overcome the problems in learning Indonesian as described in the Introduction section. Novana et al. (2012) explains that interactive multimedia provide an easy way to visualize large objects and not easy in the procurement. Wawan & Bambang (2012) stated that in order to realize more innovative and interactive learning, teachers are required to be innovative in finding breakthrough learning ability to combine text, image, audio, music, animated picture or video in one mutually supportive unit to achieve the goal learning. Ramansyah (2014) also stated that in order to achieve the ideal conditions in learning Indonesian, it is necessary to develop interactive multimedia-based media that can provide clear information for students.
The development of interactive multimedia is based on the perception that learning activities will be good, effective, and fun if supported by instructional media that can attract the interest and attention of children and can be operated by the students themselves. The learning method by using computer or smartphone device tend to be more favored by children.
Indonesian-based interactive multimedia learning media using android can be an effective breakthrough to overcome the relationship problems between Teachers and Students in managing information in learning. An interesting and interactive course of study materials can encourage students' learning motivation, so that students can master learning and can learn wherever they are. Related to this, Yuliana, et.al. (2017) 
Research Method
Based on the background and purpose of this study, the type of research that will be con- that develops and produces new products in a learning system that will be applied to learners as users.
In accordance with the development model used, there are four main stages in the process of producing a reliable product, namely define, design, develop, and disseminate. This article is generated from the development stage, especially a revision based on the results of small-scale trials that have been done in the first year of research (Fikri and Madona, 2017) . Based on input from validators and respondents in a limited-scale trial, it is identified with what needs to be improved before media products are tested on a wide scale. In addition, the revisions are also made based on the revision of the Curriculum 2013.
The validity of the product is done by an expert, consisting of two aspects, namely the appearance and language of the media. Because the material presented in this medium is material that fits the theme in the student book based on the Revised Curriculum 2013, then the media content does not need validation by the expert.
The subject to revised product validation are two validators consisting of (1) Determination of the prevalence rate and media is obtained by criteria such as Table 1 . 
Results and Discussion

Results
Revision of learning media
Based on the discussion and suggestions from the validator, interactive multimedia for Indonesian language is then revised. Revisions are made twice, especially those relating to the content and appearance of developed media with regard to suggestions or considerations given by the validator though validation sheet and discussion.
Comparisons between suggestions or considerations by validators and revisions that have been made can be seen in Table 2 . No. Suggestion or Consideration by the Validator Revision
1.
The appearance of the cover design needs to be adjusted to the theme.
The cover design has been adapted to the theme.
2.
The color resolution needs to be cultivated more sharply and clearly.
The color resolution is further enhanced and clarified.
3.
The color of background needs to be adjusted to the material.
The background has been adjusted color with the appearance of the material.
4.
Text writing needs to be corrected so as according to Indonesian Spelling.
Text writing has been adapted to the Indonesian Spelling.
5.
The sentence in writing the character value needs to be fixed again so that it is effective.
The sentence in writing the character value has been corrected in accordance with the comment of the validator.
6.
It is necessary to correct the ambiguous sentences in the text.
Ambiguous texts in the story text have been corrected.
7.
It is necessary to adjust the selection of character values with the characteristics of the students.
The selection of character values has been adjusted to the characteristics of students.
8.
Simplify the used of sentences in the character value section.
The use of sentences in the character value section has been simplified according to the comment validator.
ICEST 2018
Based on the Peraturan Menteri Pendidikan dan Kebudayaan Nomor. 21 of 2016 about Standar Isi Kurikulum 2013, it was made changes to the theme of learning. The comparison theme between before and after revision can be seen in Table 3 . The results of the implementation of this instructional media design resulted in interactive multimedia application interface display. Details can be seen in the following description. First, the opening page view (media cover) which has a single button, the entry button. The entry button is useful for entering into the application and leading to the main menu. There is no display change on the cover, and is completely described as in the following view: From the text that has been read, students are asked to find the value of characters contained in the text. At the end of the course the student will be directed to the quiz by answering the question to look for the character value contained in the text. The character value contained in the text that is the value of the spirit of nationality and love of the country. In the student worksheet view, there is a revision in the display that was originally a blank worksheet and after revision the worksheet appearance was replaced by matching the answer. In detail, can be seen in the pictures below: ICEST 2018 Before revision After revision
Before revision After revision
Sixth, the appearance of the material in the form of pictures. Students are asked to pay attention to the image on the display. From the picture students are asked to look for important information contained in the picture, and at the end of the student's material was led to find the character value contained in the picture, among which the value of environmental care, tolerance, and social care characters. At the revision stage changes are done by creating pictures with text, when the product is run the initial appearance of the picture only and when the cursor is directed to the image then it appears the writing replace the image. The media form is illustrated in the following views:
Seventh, the character charge display is revised by improving the display image, originally written in English and then replaced with character education. This difference can be seen in the following figures: ICEST 2018 Before revision After revision
Validasi
Validation of Indonesian media based on interactive multimedia is done by two experts, Table 4 . Based on Table 4 it can be seen that the validation of Indonesian media based on interactive multimedia assessed by validator in general is 4.5 with valid category. Seeing the exposure of the above assessment, it is found that the teaching materials of Indonesian media based on interactive multimedia have been valid from the display so that it can be used as a guide for the implementation of the learning process.
Another aspect that is seen is the language aspect. Here is the validation of Indonesian multimedia based on interactive multimedia for language aspect as shown in Based on Table 4 it is known that the validation of Indonesian media based on interactive multimedia assessed by validator in general is 4.33 with valid category. Seeing the exposure of the above assessment, obtained the belief that teaching materials presented in the medium of learning based on interactive multimedia language has been validly used in terms of language as a medium of learning in the implementation of the learning process. Tables 3 and 4 have shown average scores on display and language aspects. If these two aspects are combined, the average score for both aspects is 4.42. This can be seen in Table 5 . Based on Table 5 , it is known that the validation of Indonesian media based on interactive multimedia is assessed by two validators with an average score of 4.42 with valid category. It can be concluded that the learning media of Indonesia based on interactive multimedia are feasible to be used as a supporter of independent learning
Discussion
Media that has been designed and tested is then revised. The revision was done on the guided aspect, which was originally still in English and then changed in Indonesian, ICEST 2018 character education values are quite complicated adapted to the level of student development, the text examples adapted to the condition of the pupil. With such revisions, the validity and validity of the designed media will increase.
In addition, the theme and content of teaching materials have been adapted to the revised 2013 curriculum and endorsed by the Peraturan Menteri Pendidikan dan Kebudayaan Nomor. 21 of 2016 about Standar Isi Kurikulum 2013. Thus, it is believed that in terms of content (content validity), the material contained in this designed medium is valid.
Validity is required to test a study. The word "valid" is often interpreted correctly, correctly, validly, legitimately; so the word validity can be interpreted with accuracy, truth, sincerity or validity (Sugiyono, 2011 be concluded that the media device of interactive multimedia Indonesia can be used in presenting the material to students of grade V SD.
In the implementation of the research many obstacles that cause inhibition of the implementation process of research include: (1) in the process of making multimudia takes a long time in data collection and manufacture of Indonesian media based on interactive multimedia, (2) between student's book and teacher's book are not appropriate because there is an imbalance between teacher's book and student's book, (4) there is often a system error in multimedia application (macromedia flash 8), so that the work of media often repeated, (5) it is not easy to determining Indonesian material because in the material of Bahasa Indonesia in the Curriculum 2013 has been integrated with other learning, (6) in making of media also faced obstacle in adjusting the color, appearance and material so often pictures, colors, and materials are exchanged.All of these problems can be eliminated through repeated attempts. Thus, it is necessary to endeavor to produce a valid medium. 
Conclude
The Indonesian-based interactive and character-based multimedia learning media has been revised based on input from validators on a limited scala trial and analysis of curriculum changes 2013. The revisions were made to linguistic, character values, appearance, and themes and learning materials.
Based on the validity test through two experts, each in the field of compoter technology and Indonesian language obtained the result that interactive multimedia in Class V Primary School is in the category very valid. This can be seen from the average score for both aspects of 4.42 (categorized as valid).
